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INSTRUCTIONS
When a member of the party rolls a natural 20 on an attack roll 
against an enemy, roll a d100 to select a table. Each table has four 
entries for different damage types; slashing, piercing, bludgeoning, 
and magic.
Each table also has a severity level in the left hand column; Setback, 
Dangerous, Life-Threatening, or Deadly. We would recommend 
using only Setback results at level 1. Dangerous results are 
appropriate from level 5, Life-Threatening from level 9, and Deadly 
from level 13. Of course, you can choose to play with all the tables 
from level 1; just don’t be surprised if the GM has to add a few 
extra monsters to compensate... 
These tables are intended to enhance the characters’ stories, and 

some carry long term, or even permanent effects. Where an end 
point is not specified for an effect, it is up to the GM how to end 
the effect, or even if it can be ended at all. Indeed, setting out to do 
so could be the seed of an adventure in itself.
If an effect would not make sense in the specific situation, simply 
ignore the result and roll again, or default to double damage as the 
effect for speed of play. 
For creatures who would normally roll extra dice on a critical hit 
(such as half-orcs and barbarians), roll a d100 the same number of 
times, and choose one result to play. 
When using these cards, ‘you’ refers to the player character who 
scored the hit.

d100 Table

Setback

1–2 Table 1
3–4 Table 2
5–6 Table 3
7–8 Table 4

9–10 Table 5
11–12 Table 6
13–14 Table 7
15–16 Table 8
17–18 Table 9
19–20 Table 10
21–22 Table 11
23–24 Table 12
25–26 Table 13
27–28 Table 14
29–30 Table 15
31–32 Table 16

D
angerous

33–34 Table 17
35–36 Table 18
37–38 Table 19
39–40 Table 20
41–42 Table 21
43–44 Table 22
45–46 Table 23
47–48 Table 24
49–50 Table 25

D
angerous

51–52 Table 26
53–54 Table 27
55–56 Table 28
57–58 Table 29
59–60 Table 30
61–62 Table 31

Life-Th
reatening

63–64 Table 32
65–66 Table 33
67–68 Table 34
69–70 Table 35
71–72 Table 36
73–74 Table 37
75–76 Table 38
77–78 Table 39
79–80 Table 40
81–82 Table 41
83–84 Table 42
85–86 Table 43
87–88 Table 44
89–90 Table 45
91–92 Table 46

D
eadly

93–94 Table 47
95–96 Table 48
97–98 Table 49

99–100 Table 50

Join the Adventure! 
Check out the entire Nord Games product range on
www.nordgamesllc.com 
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TABLE 1
Damage  

Type Effect

Slashing Brow slash. Double damage, and the target is 
blinded until the end of its next turn.

Piercing Pierced ear. Maximum damage.
Bludgeoning Bashed nose. Double damage.

Magical Magical barrage. Maximum damage, and an 
additional target within range is affected at half 
potency, or the spell’s area of effect is increased 
by 5 ft.

TABLE 2
Damage  

Type Effect

Slashing Terrifying slash. Maximum damage, and the 
target must make a DC 12 Wisdom saving throw. 
On a failed save, the target is frightened of you 
until the end of its next turn.

Piercing With a sharp stick. Double damage, and the 
target must make a DC 12 Dexterity saving 
throw. On a failed save, the target loses an eye 
(GM decides which one).

Bludgeoning Bonk on the noggin. Maximum damage.
Magical Spell storm. Double damage.

TABLE 3
Damage  

Type Effect

Slashing Slice to the cheek. Double damage.
Piercing Right in the kisser. Maximum damage, and the 

target cannot speak for 1d4 rounds.
Bludgeoning Nighty night! Double damage, and the target 

must make a DC 12 Constitution saving 
throw. On a failed save, the target is knocked 
unconscious.

Magical Impact. Maximum damage.

TABLE 4
Damage  

Type Effect

Slashing Bloodied nose. Maximum damage.
Piercing Neck wound. Double damage.

Bludgeoning Stunning blow. Maximum damage, and the 
target must make a DC 12 Constitution saving 
throw. On a failed save, the target is stunned.

Magical Spell drain. Double damage, and the target must 
make a DC 12 saving throw using its spellcasting 
ability. On a failed save, the target is unable to 
cast spells on its next turn.

TABLE 5
Damage  

Type Effect

Slashing Vexing cut. Double damage, and the target must 
make a DC 12 Constitution saving throw. On a 
failed save, the target cannot take reactions until 
the end of your next turn.

Piercing Between the shoulders. Maximum damage.
Bludgeoning Gut punch. Double damage.

Magical Guiding attack. Maximum damage, and the 
target has disadvantage on saving throws against 
your spells for 1d4 rounds.

TABLE 6
Damage  

Type Effect

Slashing Follow-up. Maximum damage, and you may 
make another attack against the same target.

Piercing Press the advantage. Double damage and, if 
this was a melee attack, you can make a DC 16 
Strength (Athletics) check to increase this to 
triple damage. 

Bludgeoning Winded. Maximum damage.
Magical Bombardment. Double damage.

TABLE 7
Damage  

Type Effect

Slashing Nave to chops. Double damage.
Piercing Follow-up. Maximum damage, and you may 

make another attack with disadvantage against 
the same target.

Bludgeoning Soften ‘em up. Double damage, and the target 
must make a DC 12 Constitution saving throw. 
On a failed save, the target has disadvantage on 
saving throws until the end of their next turn.

Magical Precise magic. Maximum damage.

TABLE 8
Damage  

Type Effect

Slashing Slash to the ribs. Maximum damage.
Piercing Poke in the belly. Double damage.

Bludgeoning Get back! Maximum damage, and the target 
must make a DC 12 Constitution saving throw. 
On a failed save, the target is pushed back 5 ft.

Magical Terrifying display. Double damage, and all 
enemies that can see you must make a DC 12 
Wisdom saving throw. On a failed save, they are 
frightened of you until the end of your next turn.
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TABLE 9
Damage  

Type Effect

Slashing Sliced tendon. Double damage, and the target’s 
speed is reduced by 1/2 until the end of the 
target’s next turn.

Piercing In the knee. Maximum damage.
Bludgeoning Low blow. Double damage.

Magical Surge of power. Maximum damage, and you can 
immediately cast the same spell against the same 
target, expending a spell slot as normal.

TABLE 10
Damage  

Type Effect

Slashing Sweep the legs. Maximum damage, and the 
target must make a DC 12 Dexterity saving 
throw. On a failed save, the target is knocked 
prone.

Piercing Pinned. Double damage, and the target is 
pinned to the ground and becomes restrained.

Bludgeoning Shin bash. Maximum damage.
Magical Blast of power. Double damage.

TABLE 11
Damage  

Type Effect

Slashing Calf slash. Double damage.
Piercing Target practice. Maximum damage, and any 

enemy of the target within range may make an 
attack of opportunity with disadvantage against 
it.

Bludgeoning ...And stay down. Double damage, and the 
target must make a DC 12 Constitution saving 
throw. On a failed save, the target is knocked 
prone.

Magical Targeted spell. Maximum damage.

TABLE 12
Damage  

Type Effect

Slashing Low slash. Maximum damage.
Piercing Pierced thigh. Double damage.

Bludgeoning Something slipped. Maximum damage, and the 
target’s AC is reduced by 1d4 until the end of its 
next turn.

Magical Big boom. Double damage. If this attack deals 
force or thunder damage: the target is pushed 
back 1d4 × 5 ft. if it is Large or smaller, taking 
1d6 bludgeoning damage for every 5 ft. traveled.

TABLE 13
Damage  

Type Effect

Slashing Slow recovery. Double damage, and the target 
must make a DC 12 Constitution saving throw. 
On a failed save, the target can make one less 
attack on their next turn.

Piercing Shoulder jab. Maximum damage.
Bludgeoning Rap on the knuckles. Double damage.

Magical Resistance is futile. Maximum damage and, if 
the target is resistant to this damage type, it loses 
that resistance for 1 minute.

TABLE 14
Damage  

Type Effect

Slashing You get what you pay for. Maximum damage, 
and you and the target must make a contested 
Strength check. If the target loses, their weapon 
is partially broken and deals 1/2 damage until it 
is repaired.

Piercing Distracting jab. Double damage, and the target 
must make a DC 12 Constitution saving throw. 
On a failed save, the target has disadvantage on 
their next attack.

Bludgeoning Battered shoulder. Maximum damage.
Magical Eruption. Double damage.

TABLE 15
Damage  

Type Effect

Slashing Forearm blow. Double damage.
Piercing Find an opening. Maximum damage, and you 

have advantage on your next attack against the 
target.

Bludgeoning Drop it! Double damage, and the target must 
make a DC 12 Strength or Dexterity saving 
throw. On a failed save, the target drops what 
they are holding (GM decides which hand, or 
determines randomly).

Magical Onslaught. Maximum damage.
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TABLE 16
Damage  

Type Effect

Slashing Slashed shoulder. Maximum damage.
Piercing Pierced hand. Double damage.

Bludgeoning Bruised joints. Maximum damage, and 
the target must make a DC 12 Constitution 
saving throw. On a failed save, the target has 
disadvantage on its next melee attack.

Magical Didn’t want it anyway... Double damage, and 
a non-magical item the target is holding or 
wearing is also affected by the damage type of 
the spell.

TABLE 17
Damage  

Type Effect

Slashing Brow slash. Triple damage, and the target is 
blinded for 1d4 + 1 rounds.

Piercing Pierced ear. Maximum damage, and roll the 
damage dice again.

Bludgeoning Bashed nose. Triple damage.
Magical Magical barrage. Maximum damage, and 2 

additional targets within range are affected 
at half potency, or the spell’s area of effect is 
increased by 10 ft.

TABLE 18
Damage  

Type Effect

Slashing Terrifying slash. Maximum damage, and the 
target must make a DC 14 Wisdom saving throw. 
On a failed save, the target is frightened of you 
for 2d4 rounds.

Piercing With a sharp stick. Triple damage, and the 
target must make a DC 14 Dexterity saving 
throw. On a failed save, the target loses an eye 
(GM decides which one).

Bludgeoning Bonk on the noggin. Maximum damage, and 
roll the damage dice again.

Magical Spell storm. Triple damage.

TABLE 19
Damage  

Type Effect

Slashing Slice to the cheek. Triple damage.
Piercing Right in the kisser. Maximum damage, and the 

target cannot speak for 2d4 rounds.
Bludgeoning Nighty night! Triple damage, and the target must 

make a DC 14 Constitution saving throw. On a 
failed save, the target is knocked unconscious.

Magical Impact. Maximum damage, and roll the damage 
dice again.

TABLE 20
Damage  

Type Effect

Slashing Bloodied nose. Maximum damage, and roll the 
damage dice again.

Piercing Neck wound. Triple damage.
Bludgeoning Stunning blow. Maximum damage, and the 

target must make a DC 14 Constitution saving 
throw. On a failed save, the target is stunned.

Magical Spell drain. Triple damage, and the target must 
make a DC 14 saving throw using its spellcasting 
ability. On a failed save, the target is unable to 
cast spells for 1d4 + 1 rounds.

TABLE 21
Damage  

Type Effect

Slashing Vexing cut. Triple damage, and the target must 
make a DC 14 Constitution saving throw. On a 
failed save, the target cannot take reactions for 
2d4 rounds.

Piercing Between the shoulders. Maximum damage, and 
roll the damage dice again.

Bludgeoning Gut punch. Triple damage.
Magical Guiding attack. Maximum damage, and the 

target has disadvantage on saving throws against 
your spells for 2d4 rounds.

TABLE 22
Damage  

Type Effect

Slashing Follow-up. Maximum damage, and you may 
make another attack with advantage against the 
same target.

Piercing Press the advantage. Triple damage and, if 
this was a melee attack, you can make a DC 14 
Strength (Athletics) check to increase this to 
quadruple damage. 

Bludgeoning Winded. Maximum damage, and roll the 
damage dice again.

Magical Bombardment. Triple damage.
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TABLE 23
Damage  

Type Effect

Slashing Nave to chops. Triple damage.
Piercing Follow-up. Maximum damage, and you may 

make another attack against the same target.
Bludgeoning Soften ‘em up. Triple damage, and the target 

must make a DC 14 Constitution saving throw. 
On a failed save, the target has disadvantage on 
saving throws for 1d4 + 1 rounds.

Magical Precise magic. Maximum damage, and roll the 
damage dice again.

TABLE 24
Damage  

Type Effect

Slashing Slash to the ribs. Maximum damage, and roll 
the damage dice again.

Piercing Poke in the belly. Triple damage.
Bludgeoning Get back! Maximum damage, and the target 

must make a DC 14 Constitution saving throw. 
On a failed save, the target is pushed back 10 ft.

Magical Terrifying display. Triple damage, and all 
enemies that can see you must make a DC 14 
Wisdom saving throw. On a failed save, they are 
frightened of you for 1d4 + 1 rounds.

TABLE 25
Damage  

Type Effect

Slashing Sliced tendon. Triple damage, and the target’s 
speed is reduced to 5 ft. until the end of the 
target’s next turn.

Piercing In the knee. Maximum damage, and roll the 
damage dice again.

Bludgeoning Low blow. Triple damage.
Magical Surge of power. Maximum damage, and you 

can immediately cast the same spell against any 
target within range, expending a spell slot as 
normal.

TABLE 26
Damage  

Type Effect

Slashing Sweep the legs. Maximum damage, and the 
target must make a DC 14 Dexterity saving 
throw. On a failed save, the target is knocked 
prone.

Piercing Pinned. Triple damage, and the target is pinned 
to the ground and becomes restrained.

Bludgeoning Shin bash. Maximum damage, and roll the 
damage dice again.

Magical Blast of power. Triple damage.

TABLE 27
Damage  

Type Effect

Slashing Calf slash. Triple damage.
Piercing Target practice. Maximum damage, and any 

enemy of the target within range may make an 
attack of opportunity against it.

Bludgeoning ...And stay down. Triple damage, and the target 
must make a DC 14 Constitution saving throw. 
On a failed save, the target is knocked prone.

Magical Targeted spell. Maximum damage, and roll the 
damage dice again.

TABLE 28
Damage  

Type Effect

Slashing Low slash. Maximum damage, and roll the 
damage dice again.

Piercing Pierced thigh. Triple damage.
Bludgeoning Something slipped. Maximum damage, and the 

target’s AC is reduced by 2d4 until the end of its 
next turn.

Magical Big boom. Triple damage. If this attack deals 
force or thunder damage: the target is pushed 
back 2d4 × 5 ft. if it is Large or smaller, taking 
1d6 bludgeoning damage for every 5 ft. traveled.

TABLE 29
Damage  

Type Effect

Slashing Slow recovery. Triple damage, and the target 
must make a DC 14 Constitution saving throw. 
On a failed save, the target can make two fewer 
attacks on their next turn.

Piercing Shoulder jab. Maximum damage, and roll the 
damage dice again.

Bludgeoning Rap on the knuckles. Triple damage.
Magical Resistance is futile. Maximum damage and, if 

the target is resistant to this damage type, it loses 
that resistance for 1 minute. If the target isn’t 
resistant, it becomes vulnerable to this damage 
type for 1 minute.
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TABLE 30
Damage  

Type Effect

Slashing You get what you pay for. Maximum damage, 
and you and the target must make a contested 
Strength check. If the target loses, their weapon 
is partially broken and deals 1/4 damage until it 
is repaired.

Piercing Distracting jab. Triple damage, and the target 
must make a DC 14 Constitution saving throw. 
On a failed save, the target has disadvantage on 
attacks for 1d4 + 1 rounds.

Bludgeoning Drop it! Triple damage, and the target must 
make a DC 14 Strength or Dexterity saving 
throw. On a failed save, the target drops what 
they are holding (GM decides which hand, or 
determines randomly).

Magical Eruption. Triple damage.

TABLE 31
Damage  

Type Effect

Slashing Slashed shoulder. Maximum damage, and roll 
the damage dice again.

Piercing Find an opening. Maximum damage, and you 
have advantage on attacks against the target for 
1d4 + 1 rounds.

Bludgeoning Bruised joints. Maximum damage, and 
the target must make a DC 14 Constitution 
saving throw. On a failed save, the target has 
disadvantage on attacks for 1d4 + 1 rounds.

Magical Didn’t want it anyway... Triple damage, and 
two non-magical items the target is holding or 
wearing are also affected by the damage type of 
the spell.

TABLE 32
Damage  

Type Effect

Slashing Brow slash. Quadruple damage, and the target is 
blinded for 3d4 + 2 rounds.

Piercing Pierced ear. Maximum double damage.
Bludgeoning Bashed nose. Quadruple damage.

Magical Magical barrage. Maximum damage, and 3 
additional targets within range are affected 
at half potency, or the spell’s area of effect is 
increased by 15 ft.

TABLE 33
Damage  

Type Effect

Slashing Terrifying slash. Maximum damage, and the 
target must make a DC 16 Wisdom saving throw. 
On a failed save, the target is frightened of you 
for 3d4 rounds.

Piercing With a sharp stick. Quadruple damage, and 
the target must make a DC 16 Dexterity saving 
throw. On a failed save, the target loses an eye 
(GM decides which one).

Bludgeoning Bonk on the noggin. Maximum double damage.
Magical Spell storm. Quadruple damage.

TABLE 34
Damage  

Type Effect

Slashing Slice to the cheek. Quadruple damage.
Piercing Right in the kisser. Maximum damage, and the 

target cannot speak for 3d4 rounds.
Bludgeoning Nighty night! Quadruple damage, and the 

target must make a DC 16 Constitution saving 
throw. On a failed save, the target is knocked 
unconscious.

Magical Impact. Maximum double damage.

TABLE 35
Damage  

Type Effect

Slashing Bloodied nose. Maximum double damage.
Piercing Neck wound. Quadruple damage.

Bludgeoning Stunning blow. Maximum damage, and the 
target must make a DC 16 Constitution saving 
throw. On a failed save, the target is stunned.

Magical Spell drain. Quadruple damage, and the target 
must make a DC 16 saving throw using its 
spellcasting ability. On a failed save, the target is 
unable to cast spells for 3d4 rounds.

TABLE 36
Damage  

Type Effect

Slashing Vexing cut. Quadruple damage, and the target 
must make a DC 16 Constitution saving throw. 
On a failed save, the target cannot take reactions 
for 3d4 rounds.

Piercing Between the shoulders. Maximum double 
damage.

Bludgeoning Gut punch. Quadruple damage.
Magical Guiding attack. Maximum damage, and the 

target has disadvantage on saving throws against 
your spells for 3d4 rounds.
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TABLE 37
Damage  

Type Effect

Slashing Follow-up. Maximum damage, and you may 
make another attack.

Piercing Press the advantage. Quadruple damage and, 
if this was a melee attack, you can make a DC 
16 Strength (Athletics) check to increase this to 
quintuple damage. 

Bludgeoning Winded. Maximum double damage.
Magical Bombardment. Quadruple damage.

TABLE 38
Damage  

Type Effect

Slashing Nave to chops. Quadruple damage.
Piercing Follow-up. Maximum damage, and you may 

make another attack with advantage against the 
same target.

Bludgeoning Soften ‘em up. Quadruple damage, and 
the target must make a DC 16 Constitution 
saving throw. On a failed save, the target has 
disadvantage on saving throws for 2d4 + 2 
rounds.

Magical Precise magic. Maximum double damage.

TABLE 39
Damage  

Type Effect

Slashing Slash to the ribs. Maximum double damage.
Piercing Poke in the belly. Quadruple damage.

Bludgeoning Get back! Maximum damage, and the target 
must make a DC 16 Constitution saving throw. 
On a failed save, the target is pushed back 15 ft.

Magical Terrifying display. Quadruple damage, and all 
enemies that can see you must make a DC 16 
Wisdom saving throw. On a failed save, they are 
frightened of you for 2d4 + 2 rounds.

TABLE 40
Damage  

Type Effect

Slashing Sliced tendon. Quadruple damage, and the 
target’s speed is reduced to 0 ft. until the end of 
the target’s next turn.

Piercing In the knee. Maximum double damage.
Bludgeoning Low blow. Quadruple damage.

Magical Surge of power. Maximum damage, and you 
can immediately cast the same spell against any 
target within range. This second attack does not 
expend a spell slot.

TABLE 41
Damage  

Type Effect

Slashing Sweep the legs. Maximum damage, and the 
target must make a DC 16 Dexterity saving 
throw. On a failed save, the target is knocked 
prone.

Piercing Pinned. Quadruple damage, and the target is 
pinned to the ground and becomes restrained.

Bludgeoning Shin bash. Maximum double damage.
Magical Blast of power. Quadruple damage.

TABLE 42
Damage  

Type Effect

Slashing Calf slash. Quadruple damage.
Piercing Target practice. Maximum damage, and any 

enemy of the target within range may make an 
attack of opportunity with advantage against it.

Bludgeoning ...And stay down. Quadruple damage, and the 
target must make a DC 16 Constitution saving 
throw. On a failed save, the target is knocked 
prone.

Magical Targeted spell. Maximum double damage.

TABLE 43
Damage  

Type Effect

Slashing Low slash. Maximum double damage.
Piercing Pierced thigh. Quadruple damage.

Bludgeoning Something slipped. Maximum damage, and the 
target’s AC is reduced by 3d4 until the end of its 
next turn.

Magical Big boom. Quadruple damage. If this attack 
deals force or thunder damage: the target is 
pushed back 3d4 × 5 ft. if it is Large or smaller, 
taking 1d6 bludgeoning damage for every 5 ft. 
traveled.

TABLE 44
Damage  

Type Effect

Slashing Slow recovery. Quadruple damage, and the 
target must make a DC 16 Constitution saving 
throw. On a failed save, the target can make three 
fewer attacks on their next turn.

Piercing Shoulder jab. Maximum double damage.
Bludgeoning Rap on the knuckles. Quadruple damage.

Magical Resistance is futile. Maximum damage, and the 
target becomes vulnerable to this damage type 
for 1 minute.
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TABLE 45
Damage  

Type Effect

Slashing You get what you pay for. Maximum damage, 
and you and the target must make a contested 
Strength check. If the target loses, their weapon 
is broken.

Piercing Distracting jab. Quadruple damage, and 
the target must make a DC 16 Constitution 
saving throw. On a failed save, the target has 
disadvantage on attacks for 2d4 + 2 rounds.

Bludgeoning Bruised joints. Maximum damage, and 
the target must make a DC 16 Constitution 
saving throw. On a failed save, the target has 
disadvantage on attacks for 2d4 + 2 rounds.

Magical Eruption. Quadruple damage.

TABLE 46
Damage  

Type Effect

Slashing Forearm blow. Quadruple damage.
Piercing Find an opening. Maximum damage, and you 

have advantage on attacks against the target for 
2d4 + 2 rounds.

Bludgeoning Drop it! Quadruple damage, and the target 
must make a DC 16 Strength or Dexterity saving 
throw. On a failed save, the target drops what 
they are holding (GM decides which hand, or 
determines randomly).

Magical Didn’t want it anyway... Quadruple damage, 
and three items the target is holding or wearing 
are also affected by the damage type of the spell.

TABLE 47
Damage  

Type Effect

Slashing Don’t lose your head! Quadruple damage and, if 
the damage the target takes is equal to or greater 
than 1/2 of their maximum hit points, they are 
decapitated.

Piercing Pressure point. Quadruple damage, and the 
target must make a DC 18 Constitution saving 
throw. On a failed save, the target is paralyzed.

Bludgeoning Nighty night! Quadruple damage and, if the 
damage the target takes is equal to or greater 
than 1/4 of its maximum hit points, it is knocked 
unconscious.

Magical Rejuvenation. Quadruple damage, and you 
regain a spell slot. Roll a d6 to determine the 
level of the spell slot.

TABLE 48
Damage  

Type Effect

Slashing Gutted. Quadruple damage and, if the damage 
the target takes is equal to or greater than 
1/2 of their maximum hit points, they are 
disemboweled.

Piercing Shot through the heart. Quadruple damage, 
and the target loses 1/4 of their maximum 
hit points at the beginning of their turn for 3 
rounds.

Bludgeoning Tenderizer. Quadruple damage, and the target 
becomes vulnerable to bludgeoning damage for 
1 minute.

Magical Detonation. Quadruple damage, and all 
creatures within 15 ft. of the target are also 
affected.

TABLE 49
Damage  

Type Effect

Slashing I never touched a drop! Quadruple damage 
and, if the damage the target takes is equal to or 
greater than 1/4 of their maximum hit points, 
they lose a leg.

Piercing Chink in the armor. Quadruple damage, 
and the target becomes vulnerable to piercing 
damage for 1 minute.

Bludgeoning Shattered knee. Quadruple damage, and the 
target’s speed is reduced by 1/2. Additionally, for 
every 5 ft. the target moves, it takes 1d6 damage.

Magical Blink and you’ll miss it. Quadruple damage, 
and the target must make a DC 18 Wisdom 
saving throw. On a failed save, the target is 
unable to see you for 1 minute.

TABLE 50
Damage  

Type Effect

Slashing Disarmed. Quadruple damage and, if the 
damage the target takes is equal to or greater 
than 1/2 of their maximum hit points, they lose 
an arm/hand.

Piercing Distracting jab. Quadruple damage, and the 
target has disadvantage on attacks until the end 
of the encounter.

Bludgeoning Crushed hand. Quadruple damage, and the 
target loses use of one of its arms or hands.

Magical Terrifying display. Quadruple damage, and all 
enemies that can see you must make a DC 18 
Wisdom saving throw. On a failed save, they 
are frightened of you. An enemy can repeat this 
saving throw at the end of its turn to stop being 
frightened. 
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Designation of Product Identity: The following items are hereby designated 
as Product Identity as provided in section 1(e) of the Open Game License: 
Any and all material or content that could be claimed as Product Identity 
pursuant to section 1(e), below, is hereby claimed as product identity, includ-
ing but not limited to: 1. The name “Nord Games” as well as all logos and 
identifying marks of Nord Games, LLC, including but not limited to the 
Nord Games logo as well as the trade dress of Nord Games products; 2. The 
product name “Game Master’s Toolbox,” “Critical Hits for Players,” as well 
as any and all Nord Games product names referenced in the work; 3. All 
artwork, illustration, graphic design, maps, and cartography, including any 
text contained within such artwork, illustration, maps or cartography; 4. The 
proper names, personality, descriptions and/or motivations of all artifacts, 
characters, races, countries, geographic locations, plane or planes of exist-
ence, gods, deities, events, magic items, organizations and/or groups unique 
to this book, but not their stat blocks or other game mechanic descriptions (if 
any), and also excluding any such names when they are included in monster, 
spell or feat names. 5. Any other content previously designated as Product 
Identity is hereby designated as Product Identity and is used with permission 
and/or pursuant to license. 
This printing is done under version 1.0a of the Open Game License, below.
OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is Copy-
right 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 
Notice of Open Game Content: This product contains Open Game Content, 
as defined in the Open Game License, below. Open Game Content may only 
be Used under and in terms of the Open Game License. 
Designation of Open Game Content: Subject to the Product Identity Des-
ignation herein, the following material is designated as Open Game Content. 
(1) all monster statistics, descriptions of special abilities, and sentences 
including game mechanics such as die rolls, probabilities, and/or other 
material required to be open game con-tent as part of the game rules, or 
previously released as Open Game Content, (2) all portions of spell descrip-
tions that include rules-specific definitions of the effect of the spells, and all 
material previously released as Open Game Content, (3) all other descrip-
tions of game-rule effects specifying die rolls or other mechanic features of 
the game, whether in traps, magic items, hazards, or anywhere else in the 
text, (4) all previously released Open Game Content, material required to be 
Open Game Content under the terms of the Open Game License, and public 
domain material anywhere in the text. 
1. Definitions: (a)”Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b)”Derivative Material” 
means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, abridgment or 
other form in which an existing work may be recast, transformed or adapted; 
(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute;(d)”Open Game Content” 
means the game mechanic and includes the methods, procedures, processes 
and routines to the extent such content does not embody the Product Identity 
and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (e) “Product Iden-
tity” means product and product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, symbols, designs, 
depictions, likenesses, formats, poses, concepts, themes and graphic, photo-
graphic and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic de-
signs; and any other trademark or registered trademark clearly identified as 
Product identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” means the logos, names, 
mark, sign, motto, designs that are used by a Contributor to identify itself 
or its products or the associated products contributed to the Open Game 
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Dis-
tribute, copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the licensee in 

terms of this agreement.
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or subtracted from 
this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using this 
License.
3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content.
5. Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your Contribu-
tions are Your original creation and/or You have sufficient rights to grant the 
rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content You are copying, modifying or 
distributing, and You must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not 
constitute a challenge to the ownership of that Product Identity. The owner 
of any Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content.
9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the 
terms of this License with respect to some or all of the Open Game Content 
due to statute, judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination 
of this License.
14. Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make it 
enforceable.
15. COPYRIGHT NOTICE 
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document, 5.0 Copyright 2016, Wizards of the Coast, Inc.; 
Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, 
Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and 
Steve Townshend, based on original material by E. Gary Gygax and Dave 
Arneson. 
Game Master’s Toolbox: Critical Hits for Players, Copyright 2019, Chris 
Haskins, Nord Games LLC.
END OF LICENSE


